
As Captain of a space cargo ship you are 
transporting thousands of Blibbles from their over- 
populated planet to another planetary system with 
more room. Unfortunately the door to their holding 
cells has sprung open and the Blibbles are 
wandering around the space ship causing mayhem. 
You must round them up again before any of them 
enter the cargo transporter where they will be 
frizzled into oblivion. To make matters worse, your 
service droids have gone berserk, and a Wafoid 
has entered the ship tnrough an open port-hole and 
is hampering the operation. 
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SETTING UP 

Read all instructians carefully. Check yau have followed the correct procedure for 
setting up your Cl 6. Before switching on, check that your COMMODORE Cassette Unit is 
correctly plugged in and ready for use. Ensure that the cassette unit is kept os for away as 
possible from the TV. Now switch on both your Cl 6 and TV and turn up the volume. The 
screen displays the '"READY"' signal and o flashing cursor. 

NOTE: It is always advisable to turn the Cl 6 off and then on again before loading a new 
program. This clears all the memory locations and minimises load errors. 

HOW TO LOAD A GAME 

1. Insert the cassette into the cassette unit. 

2. Ensure that the tape is fully rewound to the beginning. 

3. Type LOAD "MAYHEM" and press the RETURN key. 

4. Press PLAY on the cassette unit. 

5. When your program has loaded, the screen displays the "READY" signal and a flasmg 
cursor. 

6. Type RUN and press the RETURN key. 

7. Press the STOP key on the cassette unit. 

OBJECTIVE 

You are the captain of a space cargo ship carrying thousands of Blibbles from their 
over-populated planet to a new planetary system which has more room. Unfortunately 
someone has left the door to the holding cells open and the Blibbles are wandering 
around your space ship causing mayhem. You must round them up again before any of 
them enters the cargo transporter where they will be fizzled into oblivion. 

To make matters worse, your service droids have gone berserk, and a Wafoid has 
entered the ship through an open port-hole and is hampering the operation. 

HOW TO PLAY THE GAME 

The title screen appears, press SPACE BAR to start the game. 

The scene is the engine room of your space ship. Blibbles enter the room through the 
door at the bottom right of the screen. Use your scanner, which starts in the large scanner 
box near the middle of the screen, to pick up o Coerco-Stosis-Grille from the top left of the 
room and place it in the path of the Blibbles. Move the Grille by placing the scanner over it 
and holding down the FIRE button. The Grille moves with the scanner os long os the FIRE 
button is depressed. Release the button when the Grille is in position, and move the 
scanner so that the Blibble will not collide with it and destroy it. Press FIRE when o Blibble 
reaches the Grille and he is returned to the safety of Stasis. 

After the first wove of Blibbles has passed, the Wafoid enters the room. The Wofoid is 
unstoppable and will destroy your scanner or Grille if it comes into contact with them. If 
you lose the Grille you hove to get another one from the top left of the room. 



The Droids enter the room along with the third wove of Blibbles. You can recover a 
Droid by running into it with your scanner while the FIRE button is pressed. If the FIRE 
button is not pressed however, the Droid will destroy the scanner. Droids destroy Grilles, 
even if the FIRE button is pressed. 

Controls: 


JOYSTICK 

(Porti) 

As standard 


KEYBOARD 

1 Up 

- LeH 
Right 
I Down 
SHIFT-Fire 

H — Hold program 

While held — B — Changes background colour 
G — Returns to gome 


You receive 50 credits for each Blibble put in Stasis, and 10 credits for each Droid you 
recover. 


Your-score is shown in the top left-hand corner of the screen, and the highest score 
during the session is shown in the top right-hand corner. The number of Blibbles lost in the 
Cargo Transporter is shown under the High Score. 
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